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Weteenade | Short, Sweet and to the Point. 
| Editor In Chief 
Jason Dvorak 


— Welcome to the third installment of Game Rave. With this issue brings 
Creative Director 


Creativity Fighter 3 1} some slight improvements, a mucho expanded tips section, and the first step in 
| getting the overall look and feel down. 
seed Te We have been working hard to make Game Rave all that it can possibly 
Tom McNulty | be, and this issue is shining with the work we put into it. 
Byron Mendoza In the coming months, we’ll be expanding into the net with our own 
eared a homepage, and continued support of Game Sages, which provides us with most if 
Shane Walsh | not all of our hints and tricks in the Sage Advice section. We have steadily gained 
| access to more companies for news and information support. But most impor- 
apOHS a Peat tantly, we have been growing with you the reader. Issue 2 sold more then double 
| of Issue 1, and this helps us knowing that we’re making an impact on the player. 
| Copy Editor | | Plans for the future include contests, reviewer mug shots to give the 
aren —_ name a face, better import news, and if consumer demand warrants it, possibly 
| | | expanding the magazine to more pages per issue. 
| Cover Art | The subscription feature is up and running, and this is a great chance for 
Sn Simao readers to save money, and hey, everyone likes getting mail, right? 
| ‘Goost bietiat Anes , | Past that, I’m not really in a talkative mode at the moment (now that’s 
Chow Yun Fat | weird), so Pl let you get back to the issue. Read the articles, try out the tricks, at 
a a | | laugh at the humor, but vee, just sit back and enjoy the magazine. 
“You Gotta Believe!” Read all you want, we'll make more. 
| Advice for Playstation Owners 
“Play Poy Poy!” 
Advice for N64 Owners | 
“Get out! Forget the NIP | Third time’s the charm, 
| Special Thanks 
Aimee and Mike from | . EN 
ate Seces | | ason Dvorak 
ei | Editor in Chief 
Game Works 
= a , To Get In Contact with the Rave: 
Game Rave is the (C)(TM) of Rave ||| To Contact us with Snail Mail, send your letter to: 
Publications 1998. Game Rave, Rave | GAME RAVE 
Publications, are (C)(TM) and the Letters to the Editor 


property of Jason Dvorak, 1997-8 
Game Sages is the (C) of Brian 
Preble, 1998. Used with Permission. 
| All Original artwork, text, and items 1/1 To Contact Us Via E-Mail, send it to: 
in this magazine are the property of : 
Game Rave Magazine and the | 
respected Editor. Nothing in this (List Subj ect as ‘Game Rave’) 
magazine may be reprinted, re-used | Internet go to: 
plagerized, stolen, burnt, looked at . 
funny made fun of, or thrown out COMING SOON! 
without the express written consent || (And no, that’s not the address) 
to the magazine and a winning lottery 
ticket. What the hell makes Wierd Al 
Yankovich so damn wierd? 
All Rights Reserved. 1998 


We answer every letter sent to us! Voice yourself! Let your thoughts be heard! 


SATURN REACHING FINAL 
STAGES OF US DEMISE 


As reported last issue, Sega 
of America released a third of their 
staff, and hundreds of stores put 
Saturn merchandise on the bargain 
basement shelf. Sega Announced 
earlier this month that there are 
only 4 more games planned for 
releases, and then that’s it. The 
Saturn will be added to Sega’s long 
list of graveyard systems, including 
the Sega CD, the 32x, Master 
System, and the slowly fading 
Genesis. | 

Sega of Japan, however, 
isn’t going down without a fight. 
Although the Eastern Sega front is 


beginning to slow down, they are 
at least doing it with more class. 

SOJ recently re-released 
the White Saturn with three free 
trial games, and many Japanese 3rd 
party companies are still taking 
advantage of the superior 2D 
capabilities. Capcom and SNK still 
suppport the system, with new 
conversions of Vampire Savior, 
Marvel Super Heroes Vs Street 
Fighter, Dungeons and Dragons, 
and King of Fighters 97. 


Nintendo Cruising To 
Lower Prices 


Nintendo finally unveiled their “Player’s 
Choice” line up, which consists over many first year 
released games available at more affordable prices. 
Included in the line-up are Super Mario 64, Star Wars, 
StarFox (sans Rumble Pak), and Turok. However, one 
gets quite suspicious with Cruis’n USA in the line up. 

Many seem to think this is a desperate move on 
Nintendo’s part to try and compete with Sony’s “Power 
Pricing’ and ‘Greatest Hits’ library, or a move to sim- 
ply empty over flowing warehouses of product. This 
latter seems quite possible, considering eye-witness 
reports of N64 games like War Gods going brand new 
for $15 and that their ‘Player’s Choice’ line up consists 
of almost every Ist Party release. 

However, this may also cause long term owners 
of the system to lose faith, considering that only a year 
ago you would have paid about $70 for the same 
games. Also keep in mind that past GoldenEye 007 and 
WCW Vs NWO, the system has been having a very dry 
release schedule over the last few months. They also 
have to face the fact that Nintendo lost it’s James Bond 
license, which means any sequel to GoldenEye will be 
with out the title character. 

Either way, the next few months will be the 
make it or break it time for Nintendo. 


EXCLUSIVE! 


First Look! 
Nintendo continues to add to their strange 
list of new peripherals with this latest 
Game Boy add on. PopCorn Boy was 
recently announced at Scam-Con °98 in 
Foolyou, Arizona. Apparently the 
combination game/ popcorn maker will 
bring to the gaming world one of Japan’s 
most popular characters, Pops the clown 
in this RPG. A Sony representative had 
this to say about the recent rash of 


Nintendo peripherals, “I don’t know "The Newest _ i 
what in the hell they’re thinking.” _.» Vaporware Not — 


We'll keep you updated. 


-- from Nintendo. 


— As a dedicated Game Rave writer I felt it was my 
obligation and duty to provide our readers with an in depth 
look at GameWorks, the latest high-tech entertainment 
arcade/ restaurant combination to hit the gaming community. 
Of course the fact that the two locations I was to report on 
were located in Las Vegas, Nevada and Tempe, Arizona 
respectively had no bearing at my choice in doing this article. 
And the fact that I had to go to these locations during the 
coldest months of the year, leaving 20 below weather for 60 
degree weather in no way swayed me write this... oh who am 
I kidding, I jumped at the chance. 

As part of my article [ decided to talk to the 
general manager of the Tempe GameWorks, Pat Shroll. So 
throughout this article I will be throwing in bits of informa- 
tion that Pat was wonderful enough to provide. 


GameWorks was formed in 1996 as a joint venture 
among DreamWorks SKG, Sega Enterprises and Universal 
Studios Inc. It is a high-tech entertainment complex that 
includes traditional video games mixed with state-of-the-art 
virtual reality entertainment, including several games Sega 
made exclusively for GameWorks locations. Steven 
Spielberg is the main visionary force behind GameWorks and 
many of it’s innovative games, like Vertical Reality. 


Shane: “One of the things that most impressed me 
when I first walked in here was the wide range of 
age groups, from teenagers to older couples. This is a far 
cry from the dark arcades filled with teenagers I used to 
go to.” 


Pat: “Being in food and beverage for the last 15 
years I had no idea technology had gone this far. It is 
much more interactive and competitive. It’s very nice 
that he (Steven Spielberg) was able to build this type of 
environment, where we (25 and older crowd) feel | 


EE 


Multiplayer game set-ups featuring games like Descent and Redneck Rampage offer huge tv 
screens and have their own “monitoring station’ above it. Onlookers and players-in-waiting 
can watch the action from any angle. Other areas of play include 8 player racing with a live 
announcer and video footage of the player’s facial reactions and more. 


comfortable, and we don’t feel its a dark closed room very 
tight, with a bunch of kids playing fighting games.” 


A typical GameWorks includes a coffee bar, Internet 
stations and a full-service restaurant. Some sites feature 
Starbucks Coffee and all serve alcohol. GameWorks centers 
currently range in size from 30,000 square feet to 47,000 square 
feet. Since March, more than 2.5 million people have visited its 
locations. 


Shane: “This location looks pretty packed, I would even 
say, more packed than the Vegas location.” 


Pat: “We’ve been very lucky here. On average we get 
10,000 visitors every day. Over time the number of visitors 
will go down but the game play will go up. A lot of people 
are still coming in just to see what we’re all about.” 


Shane: “I noticed the Internet stations are not up and 
running yet in Tempe or Vegas.” 


Pat: “We are working on a way to block out porno- 
graphic or adult sites, and it is proving to be challenging, 
but we should have them up real soon.” 


GameWorks opened its first entertainment center in Seattle in 
March and opened a second, larger location in Las Vegas in 
April. A GameWorks in Ontario, Calif., 45 minutes from Los 
Angeles, opened July 27. The latest two locations are Grape- 
vine, Texas, 20 miles from Dallas, opened on Oct. 30 and 
Tempe, Ariz., opened on Nov. 20. Other GameWorks locations 
are expected to open around the world over the next five years, 
including a new location in Rio de Janeiro, Brazil, in 1998. The 
initial plan is to have 100 locations by 2002. Pat says “It is 
questionable if we will make that goal. That’s pretty aggressive.” 


Shane: “Please tell me you have one 
planned for Chicago?” 


Pat: “Ves, I know for a fact 
Chicago is on the list.” 

Shane: “Oh yeah!” 

Las Vegas GameWorks is 
probably the coolest one of the bunch as 
well as the largest, Vegas GameWorks 
takes up 50,000 square feet of pure 
entertainment. In addition to the massive 
size of Vegas GameWorks there is also a 
very impressive man made rock which you 


can climb. Standing over 30 feet or 5 
stories tall it looks like your about to climb 


Mount Everest. You are set up with all the rock climbing gear you will need 
and the friendly staff helps you from the bottom by holding a support rope so 
you don’t fall and break your neck! Unfortunately, Vegas GameWorks is the 
only location so far to offer a pure physical activity like rock climbing. 


Shane: “I loved the rock climbing in Vegas, anything planned for other 
| locations.” 


Pat: “Vegas is unique in the rock climbing and none of the other 
locations have it. A rock wall may show up at some point but nothing 
{ ye om 


Of course, being a high profile place, all the latest games were on 
display including House of the Dead, Teken 3, Virtual Fighter 3, Mortal 
Kombat 4, Top Skater, Thunder Hurricane, Water Ski, The Lost World 
Jurassic Park, Prop Cycle and Star Wars. Besides the cool games and 
restaurant, there are 3 big attractions at each location that will make the trip 
worth it; Game Arc, Indy 500 and Vertical Reality. 


Shane: “I noticed you have just about every new release out, is that 
part of the company goal?” 7 


Pat: “Part of what Game Works is about, is keeping things fresh, 
getting new things and always being innovative. So, when you come in 
here 6 months from now, its not what you saw 6 months earlier. Every 
new release, whether Sega or Midway, we will try to be the first ones 
with it.” 


Game Arcs are PC based and have 8 different 80° screens positioned in a 
circle. Currently on 4 screens you can go head to head Decent and on the other 
| 4 you can go head to head Redneck Rampage. Each Game Arc is run off CD 
ROM, so it’s a simple process to change games. Just think about how fun it is 
getting 4 friends together for head to head Quake or Duke Nukem’, now think 

| about how much better it would be if you didn’t have to go through the trouble 
of hooking up 4 computers. Another thing that makes this much cooler than 


hooking up 4 computers is the giant 
80” screens which are curved at the 
ends to add to the sensation of 
being “in” the game. 


Indy 500 is a driving game with 8 
cars battling it out on the same 
race. There is 8 miniature Indy style 
cars in a row with a large 80” 
screen in front of each car. As the 
racers take there seats and begin 
the race, the cars shake and move 
just like a real car. There is also 4 
monitors above the large game 
monitors that show the face of the 
drivers, since there is a small 


That day's current point champions 
and record holders have their picture 
taken and placed in the “Winner's 

Circle”, until another winner emerges. 


camera pointed at certain drivers. It’s cool just to watch the intense look in 
the players faces as they try for first place. 


Vertical Reality is a Steven Spielberg concept which lets the spectators see 
who is winning by there position, not just the score. Vertical Reality is a 27 
foot or 4 , 60” rear projection screens tall. 5 players compete against each 
other in this shooting game which is similar to Virtual Cop. Players are 
strapped into their seats much like a roller coaster, and the seats are in a row. 
As the players compete and complete stages of the game, the player is lifted 
off the ground to the next level, this is why I said 4, 60” screens, because the 
_ screens are stacked on top of each other. So, If you make it to the top level, 


_ course you could just wait until they build one here. As 


you will be 27 feet off the ground. There is nothing like 
this in the gaming world that I have seen, and you can not 
imagine how cool it is to be up 27 feet with you feet 
dangling below you playing and intense shooting game. 
Another cool thing about VR is that it is PC based, so 
changing games 1s a snap. 


Shane: “Vertical Reality is unlike anything I’ve ever 
seen 
Pat: “He (Spielberg) wanted you to be able to tell 


who was winning the game by just looking at the 
players position.” 


A Towering 5 story high 
rock fixture stands inside |]. 
| the Game Works building. 

‘|| Visitors are equipped with 
|| full rock climbing gear 

‘|| and assisted by GW 

}] employees. 


Shane: “GameWorks uses an innovative card 
system instead of tokens, it’s really nice.” 


“This opens it up to the adult atmosphere. 
You don’t see too many adults with a bunch of 
quarters in their pockets or carrying five dollars in 
tokens. The card is good anywhere, you can buy a 
cocktail with it, you can buy food with it, buy retail 
and you can play games, so it’s an all access card.” 


Shane: “Another nice feature is that the cards work 
at all the locations, I had a card with some money still 
on it from Vegas and I used it here in Tempe.” 


For the “All Access Card” you just go up to one of the 
machines throughout the center and put in however much 
money you want, press the button on the front and out 
pop’s a cool plastic card. Now all you need to do is put the 
card in which ever game you want and a digital read out 
tells you how much money is left on the card. 


Overall, the trip to Vegas and Tempe GameWorks was a 
blast. If you have the means, I highly recommend it, or of 


Kevin Costner said in Field of Dreams “If you build it, 
ier wall comme, The Collector 


Sno Bo Kids SnowBoarding 


RoboTron 6 


Does 64 = X? 


Sometimes I think I was born a 
little too late in the wide world of video 
games, considering such an affinity that I 
have for old games and their respective 
remakes. Back then, there wasn’t storyline, 
FMV, plot, endings, or any other such 
justification. You played a game to play a 
game, and that was it. If you did good, you 
got your name on the screen. That was 
it. 

Well, as of now there are really 
only 2 ways to play those old games: 1) 
actually acquire the original machine or 2) 
get some sort of recreation of the original or 
a simulation thereof. Namco really got this 
all started with their 5 part series of many of 
their old games, some good, some not, but 
included for the purpose of doing it, if 
anything. While this retro-gaming phase 
may be nice at times for old-old gamers, for 
people like me, it’s having the chance to 
play the original games that started 
everything else. 

For example, I first played 


Robotron when it was called Smash TV, but 
I didn’t know it was Robotron at that time... 
I never heard of it. But hell I knew it was 
fun just frantically shooting a hundred 
things at a time and always having a threat 
of dying each second. But now with the 
retro-gaming wave, I can experience what 
the old school gamers were familiar with so 
long ago. 

To join in the retro-craze, Midway released 
Robotron X for the Playstation some time 
ago... and it was a fundamentally average 
game. Yes it did have the classic style in 
play, but there was slowdown and an 
inability to see threats coming due to a non- 
full screen overhead view, and this is what 
mainly hindered the experience. Also, a 
game such as Robotron is supposed to 
exhaust you, and since it was a CD 
Rom game, it had no choice but to load at 
times, which game an unintentional rest to 
the pressure that you are supposed to have. 

Well, quite a bit later we now 
have the Nintendo 64 version, which 
would seem to improve on the loading and 
graphical aspects of the game. The sad fact 
is that this game pretty much fails to do 


even that. There is still slowdown when 
things get hectic, and considering that the 
enemies and items don’t look too 
substantially different, it is an odd and 
unwelcome occurence. [ didn’t expect 
much of anything at all for the music, and 
my expectations were, well, fulfilled. In 
general for the whole look of the game, I 
prefer Roboton X to R64 due to the little 
things, like the type styles used in RX 
compared to R64, or just the lack of floor 
textures in the beginning of RY. I just 
think that the R64 version looks... cuter, 
more friendly than RX, which gives me a 
feeling of coldness, I guess. 

One last thing that shocked 
me is that the default controls on R64 use 
the analog stick to move and the C 
buttons for shooting... ? Hello? There 
are two directional devices on the normal 
pad itself. Of all the games to ever come 
out for the Nintendo 64, this would seem 
to be the prime game in which the d-pad 
and the analog is the default control... but 


sure enough... it isn’t. Oh well. 
Well to summarize, this isn’t 
Doom, and a non-Doom game on the 
Nintendo 64 automatically gets a few 
points from me. This doesn’t do anything 
new, and most of the problems that are 
present in RY are still right here. At the 
same time, the gameplay still shines on, 
and finally there is a Nintendo 64 game 
that has replay and action in it. I probably 
would have bought this game if I still had 
my Nintendo 64, but for most people it 
wouldn’t be much more than a rental. At 
least give it a play, you should 
like it for a little bit if anything. 


Recap: “It ain’t Doom! The shock! The 
horror of it all!” 


Robotron 64 
Midway 
1 Player 


Graphics : 50% 
Music/Spond Effects: 51% 


Control/Gameplay: 80% 
Overall Review: 70% 


-Fonz 


~TSIRL.. Owe : ao 


Yoshi's Story 
Nagano Winter Olympics 


-— Fighter s Destiny 


Too Cute... 


1 remember being able to count the 
reasons why I thought I would want the N64, 
back when I also believed in the tooth fairy and 
congress. But here I am in the present, face to 
face with Nintendo’s newest game, Yoshi's Story, 
and I have been torn from every little piece of 
hope I had for that which Nintendo is. 

Yoshi's Story is Nintendo’s attempt 

to prove that the N64 has 2D capabilities 
somewhere under all that 3D fog and polygon 
jargle. And for the first time, I can truly say that I 
| respectfully hate to love this game. 

After finally taking a break from all 
that racing and fighting garbage, we are 
presented with a nicely laid out 2D game that 
stars Mario’s dinosaur friend. He is at home on 
his islands (from SNES) with his other dino pals, 
when trouble starts to brew. Mighty Yoshi must 
use his dino skills to out smart and out egg (yes, 


I said egg) the evil infesting his home turf. 
So you begun your journey, and feel 
| weird looking at a flat game on the N64. After 
| the *crap* MK Trilogy/Mythologies and slightly 
off Mischief Makers, YS bathes us in freshly 
rendered, colorful, and playful type backgrounds. 
From the first stage’s “Wall of Nintendo” to the 
stitched grasslands of the forest, and the bubbly 
lava in the caverns, the game washes away the 
fog that we have suffered through in the past.. 
Bright and colorful all the way around, it makes 
you smile like a kid, which is something I 
haven’t done with the system in a long time. 

Yoshi himself (as well as his 
friends) is animated with lots of life and vigor. 
From his goofy run, to his air walking and 
smelling poses, he is always doing something 
cute. As far as technique goes, you can eat bad 
guys and fruit, toss eggs at bad guys and fruit, 
run, crawl, stomp, and dinoslam the bad guys. 

| Each stage can be completed by gathering a 
certain number of fruit, which are strewn 
through out the level. 

The control is really good, although 
I did notice a slight problem with running. It 

| seems that if you pull back on the 3D Stick to 
stop, and then run again too quickly, you would 
only walk from the stop point, regardless of how 
far you had the stick over. Watching Yoshi air 
walk is still a funny sight to behold, and when 
tossing eggs you have free control of where you 

| want it to go. 

The music is rather over-cutsey, and 
sometimes got really annoying (especially that 
damn “Level Complete” music, good god did 
that have sugar laced notes). In fact, that is 
probably the biggest flaw in Yoshi's Story, 


cuteness. 

Now don’t get me wrong. I’m a 
sucker for cute stuff. But this....this is beyond 
legal limits. I have never been so...soaked in 
cuteness in my life. The voices are all cuddly, 
when you beat a level this full screen happy 
faced heart pops out and the baby dino’s begin 
to sing, even your life meter is represented by a 
smiling flower that loses it’s petals as you get 
hit. This makes Hello Kitty look like Starship 
Troopers. No really, it’s *that* cute. And I just 
couldn’t take it. 

There was something else that kind 
of perturbed me. After playing through most of 
the game, it didn’t feel like anything truly new 
had been laid out. | was having a fun (if 
excruciating) time, but I felt like I was playing a 
graphically better Yoshi’s Island. 

So what does this mean? Is the 
game good? That depends on where you stand. 

As a complete package, it’s a fun 
game that adds a little life to the currently drab 
N64 library. On the other hand, if you don’t 


‘have the stomach for a 64 bit sugar pill, you 


may want to watch it from afar as your little 
sister plays. I leave the final decision up to you. 

Recap: For the system, it’s great. 
To the gaming world, it’s another Yoshi title. For 
most people, it’s gonna be one heck of a 
dentist’s bill due to cavities. 


Yoshi’s Story 


Nintendo 

1 Player 

Available Now (Import) 
Available Soon (US) 
Graphics 83% 
Music/Sound Effects 80% 
Control/GamePlay 83% 
Overall Review 83% 


By: DangerBoy 


a Konami’s Nagano Winter Olympics is the first (and 


S wasn’t enough time to give it an accurate reviewing, 
ef we'll have the full review next issue. However, from a 
_| the few minutes we had to play it, so far, so good. The | - 
_ | graphics are really great, and the speed on the skiing 
| | was reasonable. 

_| Grab some friends and 
| review it for yourself! 


| Nagano Winter 
| Olympics 
-| Konami 

| 1-4Players 


Just Missed the Finals. - 
Released just before we went to print, 


only) olympic game for the Nintendo 64 . Since there 


Smet PUSH START 


‘RESIDENT EVIL 2 


“So There I Was, Me and This 


The room is dark, the door is closed, and the only source of 
light emanates from your TV. Everything is quiet..." VROOM!” you 
see a jeep driving along and there seems to be a police officer driving 
it. He stops, something is in the middle of the road blocking his way, 
but what could it be? He checks.. it’s a body, but something just 
doesn’t look right. All of a sudden grotesque creatures start to crawl 
out of the alleys....Lock and load...Resident Evil 2 is about to get 
you. After what really IS forever Capcom has finally released its long 
awaited sequel to it’s original horror game. Let me tell you, this 
game is literally 4 times better than the original! 

The story basically takes off from when the last one ended. 
After escaping the mansion from the last game, the members of the 
S.T.A.R-S. team mysteriously disappear as well as most of the 
population of Raccoon City. Leon Kennedy, a rookie Raccoon City 
officer, is one of the two main playable characters in the game, the 
other being Claire Redfield the younger sister of Chris Redfield of the 
original game. Both characters are basically on a mission to find out 
what has happened to the city. 

The very first thing that you notice is that the graphics have 
been improved greatly. The intro alone made me think I was 
watching a top notch horror flick. The characters, from Leon and 
Claire to the numerous evil creatures about, are so detailed you 
forget that they’re just polygons. The animation from their walks to 
their limps convincingly display each level of pain that the characters 
are at. Every time the player moves a step lower in health, the 
character starts to hold their side then gradually limps around as the 
wounds increase. The zombies still move at a slow pace, but when 
they get to a certain point, they lunge out at you and panic ensues. 
Other monsters such as “lickers” - skinless quick humanoid creatures 


run along the floors and ceiling thrusting their piercing tongues at you. 
I’d say more about the monsters, but I believe that the game deserves 
not to be ruined just cause I want to let out all it’s great and scary 
secrets. The cast isn’t the only major graphic overhaul. The back- 
grounds are awe inspiring. Those guys at CAPCOM really put their 
hearts into making this game. The fire in the beginning not only looks 
great but can actually hurt you if you walk up to it (I know that sounds 
kind of stupid but some companies out there use stuff like fire in the 
background without it actually affecting gameplay . I’m glad this 
does.) Little details in the background tell you so much about what 
was going on while Leon and Claire were away. For example in one 


hallway you see a pair of handcuffs, one side attached to the handrail 
and the other just hanging there, right below and around there’s 
blood, it’s little things like that which make me wonder “‘What the 
heck was attached to that?” and “How come it isn’t anymore? “ 
Sound is overlooked in so many games these days, that it 
rarely does more than provide noise so that the game doesn’t seem so 
bland. In RE2 audio is just as important as video. Sound is not only a 
background, but an essential piece of the game that provides atmo- 
sphere as well as clues to the player. As soon as I walk into a room 
the first thing I do is listen for either slow sloppy footsteps, deep 
painful moans or both! Just to show you once again how much those 
Capcom sound guys put into this game just walk around, you can 


actually hear the different terrain you can walk on. Walk on the street 
and you hear a solid clopping sound, walk on top of a shield and you 
hear the “TING!” of metal, it really is awesome. Then there’s the 
music, just like in the prequel, RE2’s dark tunes just enhance the 
atmosphere even more. Just like in any good horror flick, the nght 
burst of music at a certain point makes for an unforgettable scare. 
Geez! Even the silence is placed in the game at the scariest moment. 
Sometimes just hearing your footsteps is intimidating enough. “A few 
more steps... know something’s going to jump out at me, it’s just too 
quiet!” I’ve said this in almost every room. Remember, sometimes it’s 
best to stand still and listen, rather than run guns a blazing. I’ve 
avoided many close encounters this way. 


RE2's gameplay 1s pretty 
similar to that of the first. You 
traverse the police station , sewers 
and Umbrella labs in search for 
survivors and answers. In order to 
get from one area to another and to 
secure extra ammo and weapons 
@ you have to solve various puzzles 
| and defeat hordes of evil baddies. 
The puzzles basically consist of 
finding pieces or keys to gain 


access to other areas while solving riddles here and there to find and get 
those pieces. The other half of gameplay is the real draw of this game... 
blastin’ away zombies! To help you accomplish this, along with your 
standard colt, you can eventually gain access to a shotgun, bow gun, 
magnum, shocker, rocket launcher, and gattling gun. Access to these 
weapons varies on whether you are Claire or Leon, and if you finished the 
game with a high grade. Now I know your thinking, “What? I need to 
finish the game to get more weapons?! That means I’ll be playing the 
game all over again, just to use them!” This brings us to the replay value. 

Playing the game over again has an all new meaning with RE2. 
Finish the game with one character and the game asks if you want to 
overwrite your finish on the memory card. Do this and load it up playing 
with the other characters disk, and you get an alternate version of the 
game with different enemies, weapons and puzzles. This alone is enough 
to make this a great purchase, but score high on this second mission and 
you get alternate missions with different characters! All in all I think you 
get 6 different missions, depending on how well you do. Now that’s 
replay value! 

All in all Resident Evil 2 is a sequel that surpasses its origin. 
Everything from the looks to the sounds contributes to this masterpiece of 
video game horror. ua 


Resident Evil 2 

Capcom 

1 player 

Graphics: 100% 
Musi/Sound Effects 100% 
Control/Gameplay 90% 


Overall Review 96.6% 


BAMBAM-The Zombie Slayer 


tation Full of Zombies” 


The wait is finally over. We can now happily continue to 
blow off zombie heads to our hearts content. Resident Evil 2 has at 
last reached our grubby little hands after a 2 year (and | ill-fated 
version)wait past the freshman effort of RE /. Is this the end all game 
of 1998? Read on! 

Capcom has, beyond a doubt, gone above and beyond their 
duty in the presentation of RE 2: One Game, Two Disks, Four 
immediate missions, Six possible characters in play. And of course, a 
metric ton of blood, guts, suspense and gameplay. 

It goes without saying that I was enthusiastic about playing 
this virtual smorgasborg of carnage, and I can thankfully say Capcom 
has fulfilled most of my expectations. 

“Most? What the hell is wrong with this guy?” 

This may be your response, but hear me out before you 
blow my face off with a Calico 950. 

Atmosphere: RE 2’s got that aspect of a zombie filled town 
to a T. But I think a zombie-infested town would have more bodies 
and more zombies of all shapes and sizes (and types). No real biggie, 
though. , 
Interation: RE has always been criticized for its low 
interactivity with your surroundings(for good reason). Yet, for once, 
don’t you wish you could smack one of those maggot farms with a 
blunt object? Or at least when you run out of ammo, be able to do 
sometype of self defence techniques, instead of getting eaten alive like 
some type of masochist? 

Lentgh: A touchy subject with most people, considering a 
lot of people though RE / was too long. Yet, I can’t help but realize 
this is an entire city you’re in. Why is it you’re always in, around, or 
under the police station? Could we at least be able to go into some of 
the other structures or find other routes of escape (even if for nothing 
more than being able to say “Looks like there’s too many zombies 
down this side street, I'd better go back.”)? 

Enough Griping! 

Aside from being too easy (see P.S.) RE 2 is still a very 
impressive sequel to a very good original game, (that had nothing in 
common to Alone in the Dark series, thank you) and you will enjoy it, 
like I did, regardless. 


By: Darkness 
PS Welcome newcomer Menace (Mr. I-flipped-the-main-four- 
missions-without -a -hint-book-in-less-than-a-week-after-release- 
because-it’s-so-easy-but-won t-admit-it) to Game Rave! His first 
review is long in coming, but we hope it was worth the wait! 
Resident Evil is Back! 
Nifty.* 


By: Menace 


*(For more details, see the good parts of everyone’s 
review that don’t show the game’s faults.) 


Auto Destruct 


When I first saw this game I thought, cool a 
game similar to Twisted Metal. Then I looked on the back 
and realized there was no 2 player head to head action. I 
said to myself, well I’m sure the single player game has to 
be pretty good then, if they left out a common sense thing 
like 2 player mode. Well, I have never been so wrong, 
when I saw that they left out the 2 player mode, I should 
have realized that they also left out any quality. 

You are Potential Operative Booth and you 
are supposed to stop the activities of the Cult of Lazarus in 
your supped up car. First off, lets talk about control of this 
‘supped up’ car. To say that the controls are difficult to get 
used to would be kind, I spent more time running into 
walls then anything else in this game. Even when you 
drive straight ahead, the car drifts either to the nght or left, 


Elemental Gearbolt 


so you are constantly adjusting for the drift. 

Graphics in this game are on par with the first Twisted 
Metal, so there isn’t a lot to be impressed with. Normally “pop up” 
in games does not bother me, because it does not hinder the game 
play, but this is not the case with Auto Destruct. The “pop up” in 
this game is so distracting from the game play that it makes it 
difficult to even want to continue. You have to find a location in the 
city, and as you drive forward looking for the location it appears 
that there is nothing in your way, until the big building pops up in 
front of you when you are less than a block away. Or worse yet, 
your are heading forward and out of no where pops up a pond and 
you drive into in. Which brings me to another aggravating thing in 
this game, if you drive into a small pond, you die instantly. Yet, if 
you drive into a tree or light pole, you drive nght through them. 

As I played the game I| thought to myself, there has to 
be some redeeming feature about this game, and then I came across 
missles and said, ok at least I can blow stuff up. Of course I was 
fooled again, because, these are the worst missles I have ever seen in 
a video game. The missles alternate firing from each side of the car, 
and they always fly off in some other direction, not at your target. 
You get 20 missles to practice firing at a moving target (a car) and it 
takes on average 7 to 10 shots to kill the dummy car. You have to be 
right behind the enemy to have a chance of hitting it. Later in the 
game you do get some homing missles, but you only get a hand full. 

I could go on and on about the other problems with 
Auto Destruct, but I don’t want to think about this game any more, 


Playstation. 


Review Recap, Don’t even bother putting this 
in your system, Sony should be ashamed this was released. 


Auto Destruct 
Electronic Arts 

One player “only” for a 
game that should have 
2 player. 


Auto Destruct Needs to Self Destruct... 


it’s giving me a head ache. Besides, I need to go disinfect my 


Graphics 
Music/Sound Effects 42% 
Control/Gameplay 25% 


Overall Review 


30% 


By: The Collector 


Gran Turismo 


WCW Nitro 


Going the Distance 
Sony races to excellence with Gran Turismo 


While ’m not reviewing games for GAMERAVE (plug #1 I like to drive my 


Viper around the track testing other cars capabilities against mine. Yup, nothing like 
speeding passed a Supra or Corvette laughing at their inability. Sometimes I take my Aston 
Martin out instead just for fun. 

Am I making millions working for GAMERAVE? (plug #2) No, not exactly, I’m playing what 
may be the best car-racing arcade/sim for the Playstation yet, Gran Turismo. Sony Computer 
Entertainment has just raised the bar for racing to a higher level of excellence. 

If any of you out there are into racing, you’ve probably heard about this already 
and have either bought the import or are on a reservation list for the American version. If you 
haven’t, well you’re in for a great treat. GT’s basic premise is to win the races.....-ya I 
know..like your suppose to really try to come in last. Where this game differs from most is in 
its gaming depth. First off there’s three modes: Quick arcade for those of you who just want 
to get in there and start racing without all the sim-like options: Gran Turismo the totally 
option-full sim racer: and of course versus, so you can race a friend. 

Quick arcade allows the player to choose a vehicle from Japanese car 
manufacturers such as Nissan, Toyota, Mazda, Subaru and Honda. Later on in the game 
you'll be able to access several other car makers such as Chrysler, Chevrolet,. TVR, and Aston 
Martin. Each one of these companies has 3 or 4 cars to choose from, from sports sedans to 
super-sports cars. To name them all would basically use up all my article space. Just know 
that I wouldn’t mind REALLY owning any of them. Quick arcade allows you to race several 
tracks at first. The great thing about this mode is that beating a race means getting a reward 
in the “Goodies” section. The “Goodies” section is basically the screen which shows you the 
secrets that you can possibly open up. When you first see this section it’s filled with question 
marks, finish first on the hardest setting of each track in each class, and you open up a secret. 
These secrets consist of more tracks and the extra car manufacturers which I mentioned 
earlier. 
Gran Turismo mode is where the REAL fun begins. This mode of the game 
basically starts you off with a million credits to your name to begin you quest to be the 
champion. It may sound like a lot of money but it’s not. You have a choice of buying from 
any of the car manufacturers, but you'll soon realize that a million credits will only get you a 
used car. There are about 140 new and used cars to choose from in this game! Yup 140! 

You go Sony! Anyway, after you choose your car you basically try to win enough races to 
raise enough money to buy a better car. The cool thing is you don’t have to place first to get 
money just finish the race, and you'll get paid. Don’t use your money just to get new cars 
though. There are a ton of thing you can do to your original car to make run better. Each car 
maker has a tune up section that allows the racer to buy upgrades to every aspect of their 
vehicle, from suspension, brakes, tires and more! There are a bunch of leagues to race in as 
well. Get the Gold in a league and get rewarded with a new car, not bad! 

Versus mode tests your driving prowess against a friend. Haven’t you ever 
wanted to REALLY race a friend no holds barred without paying the consequences. Well this 
is as close as you’re going to get. Imagine racing a your Viper against a friend’s Vette using 
every sneaky trick in the book. Yahoo! : 

Playing the game is only half the fun. The other half is WATCHING the game. 
This is the only game that I’ve ever been excited to look at the replay for. The replay of a race 
against the computer or friend is displayed in such a manner that you could swear you were 
watching a sports program. The cars move and bounce around the track with realistic 
physics. Another kool trait is the reflections off the cars. Sony has cleverly simulated 
reflections by using animated texture maps on the cars. 

The audio of GT is pretty decent as well. There seems to be a different engine 
sound for each car. Not just the same one for all cars like in those cheap sims. The only thing 
I'm not sure about is the background music. The game designers seem to prefer a softer 
sound of rock. I prefer a good techno soundtrack but the music does still fit adequately into 
the game, it’s just different to me that’s all. 

All in all Gran Turismo is a racing game like no other before. The only real negative 
aspect to this version of the game is that some of the Gran Turismo mode is in Japanese and it 
gets a little confusing, but you can understand what they mean looking at the symbols. Other 
than that minor quip, this game is done with excellence and is filled with rewards. 


Gran Turismo (import) 

Sony Computer Entertainment 
1-2 players 

memory card required 


Graphics 98% 
Sound/Music 90% 
Control/Gameplay 97%. 
Overall Review 95% By: BamBam 


~ 


WCW Pummels the Competition to the Mat. 


When fans of the wrestling world look to their game systems for rehef 
between broadcasts they should look no furthur than the Sony Playstation. 

Sony has released the much anticipated WCW Nitro and the response has 
been overwhelming. 

This game features some of the the more famous wrestlers of the WCW 
and most of the members of the NWO (which for those who don’t know much about 
the WCW, the NWO is kind of the rebels of the league and have formed their own 
league). 


The game also has four modes of play which include: One player 
tournament which is the quest for the championship belt, one player exhibition, one 
player tag team which allows the player to combine their favorite wrestlers despite 
their allegiances and two player tag team which allows you and a friend to have a 
battle royal with four wrestlers. The game itself is a pretty well designed game with 
above average graphics which gives you a great reproduction of the wrestlers in the 
game. 


Also featured in this game are four different nngs from various sights 
around the WCW including Halloween Havoc. One feature that can be turned on or 
off at the options screen is the suprise attack feature, which is really mteresting. At 
any time during the match you can incite a surprise wrestler to emerge from the locker 
room and take care of the opposing wrestler while you regain some help, or if you just 


want to see who’s on your side. 


One of the only problems I have with this game is the difficulty which it takes 


to do your moves or any moves for that matter. It often requires a set of quick fingers in 
order to execute them and while you are trying (like maybe a power bomb) the opponent 
is pile driving you into the mat. 


Overall Nitro is a fun game with some of the wrestlers that [ know along with 


some I had never seen before and if executed, the moves are really cool to see. [ suggest 
you rent it first, just to make sure you can be one with the controls. 


WCW Nitro Graphics 85% 
THQ Music Sound Effects 95% 
1-2 Players Control/GamePlay _70% 


Overall 90% 


By: Just Kevin 


Out of Room! 


Due to late release and not enough room, CyberBots PS, 
Angel Eyes, and NBA In the Zone 98 Reviews were 
unavailable. 


The Lost Legend: Second Impact is Great, if You Can Find It. 


OK, | Know what about 99% of you are thinking right now and to you | 
say, “No, Capcom is _not_ ‘doing it again'”. This is Capcom's first update 
to their flagship fighter, Street Fighter II], and it is a lot more than 
the updates for Street Fighter I/. Let's compare, since you probably are: 
The first update for SF2 was Champion Edition, and all that this did was 
enable you to play as 4 previously unplayable people. That was it. 
Otherwise, the entire look of the screen, the non-fighting components and 
for the most part all the maneuvers all stayed perfectly intact. 

Now, let’s run down the changes that are in SF32/: 3 totally new 
characters, EX moves for most all people, taunts, ability to change super 
arts in 2 player mode, new moves for a few people and a true seperation of 
Yun and Yang (who each have their own moves in general as opposed to Ryu 
and Ryu in a red suit, known as Ken, as it was in the beginning), totally 
new backgrounds, all new music, fractional representation of the super 
meter to help show when you max out instead of wondering, all new 
character selection screen, on screen life bars etc. renovated, a bonus 


323 


game (last SF game to have a bonus game was Street Fighter If Hyper 
Fighting), SFZ2 boss handing; such as mid-bosses and character specific 
final bosses, total new handling of win quotes ( a lot more signifcant 
than may appear, more in a bit). Hopefully you can tell that there is a 
lot more different in this update and that if you combine all the new 
elements, it may come across as a totally new game for the most part. 

The three characters are a mixed bag; Urien seems to be somewhat cool 
and at least gives a storyline to Gill (he is his brother),but then again 
nobody ever really liked Gill at all so I’m pretty sure he won't be 


recieved differently. Hugo is going to be compared to Zangief, especially 
with the only 720 super Art in the whole game, but he has a lot more 
personality than Zangief or the like. And, finally, there is the grand 
return of Gouki... and he is quite pissed, if anything. 

However, one improvement that I'd like to focus on is the new handling 
of win quotes, which | find very nice. First off, there are still the 
generic quotes that currently are in all fighting games 
that actually feature quotes. However, you can basically take out all the 
adjectives and narrow each one down to say “You suck, | don’t.” So yeah 
you might read it at first, but after that you're busy slamming the 


buttons to hurry to the next screen. But now, this game does something 
which I'm pretty sure isn’t new but something that this game has been 
dying for; specific win quotes, such as when some person defeats someone 
else or if they finish the match with a Super Art. This was somewhat 
implemnted in Vampire Hunter with a certain win quote on same player 
matches... but now it has been expanded into fundamentally all the possible 
matches. And as stated, if it is finished with a Super, the winner brags 
about that particular move. What this does is gives all the characters a 


lot more depth in an area that is otherwise ignored. Now, there is a sense 
of interaction between the combatants, as opposed to just a fight for no 
particular reason, or that nothing really happens because of it. You get 
a totally new look into the mindset of the people and the awareness of their 
powers. Again, a seemingly minute and ignorable item to talk about, but 

these quotes augment to the personality as much as a taunt 
does in the actual game, and when else do you find out what a person is 
like in the game itself? 


Hm, 


| think | overextended my quota by now, so I'll just drop off 
with the recommendation that if you didn’t like SF3 , still just give this 
a try, there should be something to like in it. | personally think SF3 is 
the greatest game of all, but according to a few players, that makes 
me wierd, so whatever. Just give it a shot if you can find it, and don't 
pass it up. 

P.S. If you've been keeping track you may note that so far | have only 


well so far I’ve only reviewed good games! Don't 
well | 


given high ratings... 
fret, o loyal readers, Fonz will find a game and tear it a new 
wont give a good rating, | promise! 


Recap:“Sorry | just love the game, and | hope you give it a chance.” 


Street Fighter 3: Second Impact 
Capcom 

1-2 Players 

At Arcades now (if you can find it) 


Gameplay 100% 
Graphics 100% 
Music/SE 100% 
Overall: 100% 


Fonz 


PAE 


WCW NITRO 


All Wrestlers ; | 
-- |] At the mam menu press R1, R1, R1, R1, L1, L1, L1, L1, R2, R2, R2, R2, 
| L2, L2, L2, L2, Select. 


Big Head, Hands and Feet 
Go to the Options screen and press R2, R2, R2, R2, R2, R2, R2, Rl and 


= | Select. 


Big Heads 
At the Mode Select screen press R1, R1, R1, R1, R1, R1, R1, R2, Select. 


Bonus Characters 
fBeat the WCW League for more players. 


| | Instant Win 
Highlight a wrestler at the character selection screen and press L1, R1, L2, 
R2, L1, R1, L2, R2, Select. 


Ring Select 
| At the main menu press L1, L2, R1, R2, L1, L2, RI, R2, L1, L2, RI, R2, 
11.1, L2, R1, R2, Select. 


Star Wars: Masters Of Teras Kasi 
Enable All 
Secret Characters SOO0BEFS5E OOFF 


Ring Skip 
In the Options Menu press R1, R2, R1, R2, Select. From now on, each 


Tnfinite Ta Mets Pi 800AC274 1000 time you press the Select button the ring will advance 


COOL BOARDERS 2 

| Alternate Clothing for [rin and Cindy 

Highlight Competition Mode in the main menu 

then press Down, R1, Up, R1, Down, R2, Up, R2, Up, Up, R1, 
Down, Down, R2. If you did it nght, Cindy will have a leather outfit 
and [rin will have school clothes. 


8O00AC2BC 1000 


Infinite Life Meter P2 


| Infinite 
| Gold Power Meter Pi 


800AC278 FFFF 


oe i | Infinite 
| Gold Power Meter P2 


800AC290 FFFF Hard Mode 


| For a harder game, press L1+X 


Low Health P2 800AC28C 0000 


, Play as the Alien and the Snowman 

| To play as the Alien all you have to do is score a 40.0 or better in the halfpipe. 
Alternatively, complete all 100 moves in MASTER mode in 

| ONEMAKE jump, then break all records in FREERIDE mode. 


Courior Crisis 


| | Give Someone the Fist 
To give someone a fist, preferably a person in a 
car, press R1 and R2 together to do it on your 
right side or L1 and L2 to do it on your left 
| side. If it is done correctly, you will hear the 
driver say something like “Arrest that punk!” 


| Play as The Boss 
To play as The Boss, complete Mirror mode in first place. 


Secret Levels and Secret Boards 

To get all of the levels in Freestyle mode, just beat the Tour Competition in 
Mirror mode and come in first place. (This also lets you play Boss.) To get the 
secret boards, choose a level which you can break the top record in any of the 
catagories. Then choose the type of board you want to become a special board. 
(i.e. if you want the Freestyle special, use a freestyle board to break any top 
record.) Then all you have to do is set a new top record without falling and you 
| will get the special version of the board you used. 


Passwords 
Level Password 
efleifegky Play as a Gorilla 
ifleifecki Enter the password 
miflcifcoky “SAVAGEAPES” to play 
aflcitckky as a Gorilla on a BMX 
fhelfigeyl Bike. 
ficlficcil 
fpclfiocy! Play as an Alien 
fdelfikejl Enter the password 
=| 19 kflcifegu “XFIFTYONEX” to 
1110 — offcifccii play as an Alien on 
1] cflcifcor a BMX Bike. 
12 gfleifckiy 
13 ficlfigec] 
14s fjelficciy 
fnelfiocy] 


Frogger 

Level Select 

Pause the game and press Right, Square, Triangle, Square, 
Triangle, R1, L1, R1, L1, Circle. 


COOnm A On WNP eR 


Unlimited Lives 
| | Pause the game and press Right, Square, Triangle, Square, 
| Triangle, X. 


Fighter’s Destiny 


Color Change 
After choosing your fighter, hold R until the match begins. 


Play as Boro 
To play as Boro, beat the game in EASY mode. 


Play as Robert the Robot 

Beat everybody in “faster” mode in less than one minute. 

Note: You need a star by your name for this code to work. You earn a 
star by beating the game. 


Play as the Joker 

| Beat all 100 characters in survival mode. 

Note: You need a star by your name for this code to work. You earn a 
star by beating the game. 


Play as the Master 
Enter the Master Challenge Mode and beat everyone. 


| Play as Ushi the Cow 
| In Rodeo mode, survive with Ushi for one minute. Make sure you do 
| not kill Ushi or the code won’t work. 

| Note: You need a star by your name for this code to work. You earn a 
star by beating the game. 


Ushi’s Secret Knock Down 
| Ushi has a knock down that is not listed in the command list. It is the 
only hidden move in the game. All you need to do is press HH. This | 
will make Ushi pull out a jug of milk and drink it. When Ushi is done | 
he will swing the bottle and if your opponent is hit by this he will be 
dazed waiting for you to finish him off. 


Wheel of Fortune 


Infinite Free Spins P1 
Infinite Free Spins P2 
Infinite Free Spins P3 


WCW Vs NWO 


Bonus Characters 

Start League Challenge, then beat all the wrestling leagues. After you win 
the title in each organization you will get some secret characters: Diamond - 
Dallas Page, Macho Man Randy Savage, Glacier, Wrath, Joe Bruiser, and 
Black Widow. 


800B999B 0001 
SOOB9AAF 0001 
S800B9BC3 0001 


Also, after beating all the leagues, you get another league World Wide 
Wrestling. Beat that and you get the last secret character. 


Do Your Opponent's Moves 

To execute one of your opponent's moves, get your opponent in a strong 
grapple (hold down A) when your Spirit Meter is flashing "SPECIAL", and 
press A+ B simultaneously. 


00 P2. Always Have 0. Stars __ 
Beer renee ee en Gifts from the Crowd 
To pull things out of the croud, get out of the ring and move to the metal 


fence. Then press C-Up. If your character doesn't pull something out, try 
again somewhere else. 


Special Moves 

To do a special move, get your spirit meter to flash special as described in 
the directions. The when going for the grapple, hold down A to make your 
guy move his arms before going for the grapple. This is called a strong 
grapple. After this, tap the thumbstick. 

Note: This is explained horribly in the directions. 


Madden 64 
Bonus Teams 
To access these bonus teams, enter one of the codes below 
in Season Mode, Front Office, Create Player - Name. Select 
CONTINUE and SAVE, then back up (B) twice. Next, 
select EXHIBITION MODE and a new team will be 
available. 


Tag Team Finisher G/et behind one of your opponents in a two-player tag 
team match. Now press and hold A for a strong grapple, then press L to pick 
up your opponent. Have the other player get on the turnbuckle and he will 


Code Team automatically jump off and do a clothesline and knock your opponent off 
TIBURON All Madden your shoulders and onto the mat. 
SIXTIES 1960's team 
| SEVENTIES 1970's team 
EIGHTIES 1980's team 


| HOWLIE AFC Pro Bowl 1996-97 


Robotron 64 


| 126 Lives 
| For 126 lives enter one of the following 


passwords: 


: Difficulty Password 


Easy TFTTDQOSKBB 
| Normal THTTNQSKBB 
| Insane TKTTDRSKBB 


| Note: If you get 1000 or more points and/or an] 


extra life with these passwords, the password | 


| that you will get will not keep your score/lives| 


they will reset to 0. So if you want to quit you 


| game and continue later, use the save feature | 


and save your game to your controller pak. 


| 50 Lives 
| On the Setup menu press Up, Up, Down, 
| Down, Left, Right, Left, Right, C-Left, C- 


Right, C-Left, C-Right. 


| Auto Play | 
| At the Setup screen quickly press Left, Right, | 
| Up, Down, Left-C, Right-C, Left-C, Right-C. | 
| Repeat the whole sequence three times. 


| Flame Thrower 


While playing press Down, Right, Down, 


| Right, C-Right. 


| Four-Way Fire 


While playing press Down, Down, Up, C- 


| | Right. 


| GameBoy Mode 


On the Setup menu press Up, Down, Right, C 


: Left, Down, Up, Left, C-Right, Up, Down. 


Level Select 


|} On the Setup menu press Down, Up, C-Left, 


Down, C-Left, C-Right, Down, C-Right. 


Radiation Spray 


| While playing press Up, Down, C-Right, C- | 


Left. 


| Shield 
| While playing press Down, Left, C-Left, C- 


Right. 


Speed Up 


| While playing press Left, Left, Right, Right, 


Up. 


| Three-Way Fire 


While playing press Right, Right, C-Left, C- | 


Down. 


| Two-Way Fire 
| While playing press Up, C-Up, Up, C-Up. 


Duke Nukem 3D 


Pause the game and press Z, X, X, Z, Y, 
fy ty ty 


Cheat Code Entry Screen 
At the main menu, hold X, Y and Z, for 
about 10 seconds. If you did it right the 
words “Input Info On” will appear on 

the bottom of the screen. 


When you begin to play you should see 
some hexidecimal-looking code at the 
very top of the screen. Depending on 
what buttons you press the code will 
change it’s hex numbers and/or letters. 


God Mode 
Pause the game and press X, Z, Z, X, Y, 
A Ye, % 


Level Select 
At the MAIN MENU screen press X, Y, 
i a a ae ae a 


Quake 


MASTER CODE F'6017918 C305 
B6002800 0000 


No Monsters 
At the SKILL LEVEL screen press Z, Z,, 


Turok-style Controls 
During a game press Start to pause the 
carnage. Now enter Y, Y, Z, 7, X, X, Y, 
X, Z. A message and a new controller 
discription will appear. To change back 
to standard control re-enter the code. 


Invincible 16074A52 OOFF 


Quad Damage Always On 16074C5S2 02F7 


Infinite Armor 16074A5A OOFF 


Infinite Shotgun Ammo 16074A66 OOFF 
16074A6A OOFF 


NOTE: The code must be re-entered at 
the beginning of a new level. 


Infinite Nailgun Ammo 16074A6E OOFF 
16074A72 OOFF 


Samurat Shodown 4 (Import) 


1 Samurai Shodown 4 


Infinite Thunderbolt 16074A7E OOFF 


| Play as Zankuro 

| Start a two-player game in Versus mode. When 
the character selection screen appears, hold Y 

| then press A to choose Zankuro. 


Infinite Rockets 16074A76 OOFF 
and Grenades 16074A7A OOFF 


X-Men Vs Street 
Sacer races EZ STEEL I TP Random Select 
; Highlight any character on the left-hand or nght- 
Fi hter I Mpor. t hand side of the screen, then press and hold LEFT or 


RIGHT (depending on which side of the screen you 
Play as Alpha Chun-Li chose) until the random selection starts. Now press 


| To play as Chun-Li in her Street Fighter Alpha any button to choose a random fighter. 
costume, hold START while highlighting her then 


| press any button. Rematch in Vs. Mode 
; When the winner is saying thier victory words, have 
| Play as Gouki the loser press Left Shift or Right Shift to start a 
| Highlight any character in the top row then press rematch. 
START. 
Sharper Sound Effects 
| Play as same character At the Options screen highlight AUDIO and press L 


Complete the game in normal mode and start a new or R to select “Sharp SE” mode. 
game. You can now choose any character twice. 


Game Quote of The Mont 


- defeat me?” 


Bishamon, 
Vampire 


SUBSCRIPTION ORDER FORM 


Plan 1) 3 Months (1/4 year) for just $3.60. You save $0.90 off the cover price! 
Plan 2) 6 Months (1/2 year) for just $7.20 You save $1.80 off the cover price! 
Plan 3) 12 Months (Full year) for $14.40 You save $3.60 off the cover price! 


Mailed Right to 
~ Your Home! 
3 Great Plans 


Please make your Check or Money Order (No cash, please) to ‘Game Rave’ To Choose From! 


| 

| 

| 

| 

| 

| 

| Fill out the following information: (PLEASE PRINT CLEARLY) 
| Name: Last 

| First: 

| Address: 7 
| 

| 

| 

| 

| 

L 


Xerox or (gasp!) cut this form out 
and mail it with your payment to : 


Game Rave Subscription 


City: State: | 


Zip Code 
Payment Type: [ ] Money Order [ ] Check 
Plan Number: 1 2 3 


Have Game Rave 


“How could you hope to 


